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i .@ INTRODUCTION 


The Pixel Sketch and Graphics Editor 2068 version &€.0 by Lemke 
Software Development is a graphics design program that works 
with the Standard videc mace, the Extended Colecr videc mode, and 
Cin a limited Fashion) the High Resolution video mode of the TS 
2@68 Color Computer. 


PS/GE 2068 uses Joystick commands and Simple key commands to 
draw and edit your graphic designs. Each sixel on the 256x176 
pixel screen (512x176 in the high resolution viceo mode) can be 
used. Simple key commands are used to change ink. .colors,.fiash 
or bright attributes, of paper color. Use the joy stick tc move 
the plot curser around the screen. The.."fire” button. turns. the 
curser draw function on and off for "free-hand drawing”. Made a 
mistake? No problem. The erase Function reverses the curser to 
erase instead of draw so errors are easily removed. PS/GE e068 
cpens the world of computer graphics to TS e058 users as no 
other program can! 


PS/GE 20568 also does for graphics what a good text editcr does 
for word processing. You can duplicate part of a screen, erase 
pact of a screen, scale up or down, cetate (2 dimensional Flat 
rotation) by 90 degrees, paint, and shade. You can make mirror 
images, invert Creverse the ink and paper pixels), and more! You 
can merge designs from 1 screen into another Crelocating its 
position at the same time). You can digitize a screen segment to 
analyze user defined graphics characters. Many PS/GE Functions 
use "WINDOWS” to define where the fFuncticn operates. You control 
the size and shape of each screen segment CWINDOW). Machine 
language is extensive so the response time is . fast. Each 
Function is Followed up with a YES/NO save question that will 
restore your previous screen just incase an COOPS!) #ercor . gets 
commanded. 


pe | Making a Back-up Copy 


Making a "Personal” back-up ccpy is legal and highly 


recommended. Use the Following procedure toa SAVE your back-up 
copy tc cassette tape. Section 4.0 helps you customize this 
program for Your dot matrix printer. Use this "Back-up Copy” 
procedure tc save your custcmizec copy aise. Section S.0 helips 
you convert this program to work with the A&J Mikredrive, use 


those instructions to make a Mikrcoecrive version back-up copy. 
| iad 


This program/tape uses a LOADER program to load two screen Files 
and load/cun the Pixel Sketch program, Althscugh these are good 
advertizing, you do not have to Copy these when making your 
back-up copy since they do not effect the moermal operaticn of 
the program. What you do need to save is the BASIC program, the 
standarcd/extended color machine code, the hi resolution machine 
code, and the Chancery ‘sample font) charatter set. The.standard 
to hi resolution conversion utility alsc needs to be saved. 


2) SAVE the BASIC Program and Ttd/Extended Color Code 


Load the program. CType: LOA0: ?": CENTERS? 

The BASIC and machine CODE will LOAD. The program will auto-run. 
Just after the machine CODE loads, "STOP TAPE” will Flash on the 
screen and an audible warning will be given. STOP the tape and 
"BREAK” the program while the warning is being given Cyou will 


only have a Few seconds to do this!) To "BREAK” the program, 
press the "CAPS SHIFT” and "BREAK” keys at the same time. Place 
a new tape in your tape recorder and prepare to "SAVE” as you 


normally do. TYPE: RUN 938S9 CENTER]. The program will "SAVE" the 
BASIC and machine CODE to tape. You can "VERIFY” your copy with 
the fFollowing:...VERIFY "”: QUERIFY *"CODE CENTER. 


ri SAVE the.”hi resolution” CODE 


Place the PS/GE 2068 version 2.0 tape back into your tape player 
and load the next portion of machine code from the tape with the 
Following command: LOAD "hi res” CODE CENTER]. Play the tape 
until this CODE is LOADed and then STOP the tape. Place your 
COPY tape into the recorder and prepare to save the "hi res” 
CODE. SAVE this code with the following command: SAVE "hi res” 
CODE S61S0,6610 CENTER]. You can VERIFY this save with the 
Following command: VERIFY "” CODE CENTER). 


3) SAVE the CHANCERY (Calligraphy style) character set. 


Place the PS/GE 2068 version 2.0 tape back into your tape player 
and lead the next portion of machine code From the tape with the 
Following command: LOAD "Chancery” CODE %7700,758 CENTER. Play 
the tape until this CODE is LOADed and then STOP the tape. Place 
your COPY tape into the recorder and prepare to save the 
"Chancery” CODE. SAVE this CODE with the following command: SAVE 
*"CHANCERY” CODE 47700,768 CENTER]. You can VERIFY this save with 
the Following command: VERIFY ”” CODE CENTER]. 


$) SAVE the PS/GE 327 column to $4 column Conversion Utility 


Place the PS/GE 2068 version 2@.@ tape back into your tape player 
and prepare to load the next program From the tape. This utility 
program is a stand alone program, and will work on any ”SCREEN” 
File. You may wish to SAVE it to your COPY tape, or to a new 
tape. TYPE the following to re-initialize your computer: 
RANDOMIZE USP © CENTEP). LOAD the conversion utility with the 
Following command: LOAD "” CENTER]. When the program has 
finished LOADing, it will auto-run. “WORKING” will Flash for a 
few seconds while the program POKEs machine ccde routines into 
memory From DATA statements. While "WORKING” Flashes, BREAK the 
program Cpress CAPS SHIFT and BREAK at the same time). Prepare a 
tape in your tape reccrder to SAVE this program. When you are 
ready, SAVE this program with the Following command: RUN 93389 
CENTER]. You can VERIFY this save with the Following command: 
VERIPT, - “CENTERS. 


zs « ~ 


Tic Getting Started 


Prepare to LOAD the Pixel Sketch anc Graphics Editor... 2068 
version 2.9 program as you LOAD other programs. Set the volume 
at €or arcund 3/4), TYPE: LOAD "” CENTER], and press PLAY on 
your tape player. PS/GE 2068 ve.O will load a LOADER program, a 
Lemke Software Development LOGO screen, a PS/GE 2068 ve.8 LOGO 
screen, the PS/GE 2068 v2.@ BASIC, and the standard/extended 
color video mode machine CODE. The program will LOAD in about §5& 
minutes and will AUTO-RUN. 


"STOP TAPE” will Flash and a warning will sound. Stop the tape! 
If you choose to use the "hi resolution” video mode, you will 
need to re-start the tape and load more machine CODE. 


The program will place another copy of the PS/GE 2068: ve.O : LOGO 
on the screen and INVERT the entire screen twice (first the page 
background will go from paper to ink, then the ink wilt -ke 
turned back to paper). 


"INDICATE PAPER COLOR, Press @-7”" will be displayed on the 
screen. This allows you to define the major paper color you wish 
to work with. The colors match those defined by the upper rows 
of keys on the keyboard. For example: press "1" to select. a 
"BLUE" paper background. 


“INDICATE VIDEO MODE, Press @-2” will be displayed next. If you 
press "Q”", you will enter the standard video mode design screen. 
If you press "1" you will enter the extended color video mode 
design screen. If you press "2”, you will be prompted to "START 
TAPE” and the "hi resolution” machine code will be LOADed. NOTE: 
the standard and extended color video modes are operated on 
concurrently. The PS/GE 2068 v2.@ menu provides the user with 
the ability to switch between these modes at will. The hi 
resolution video mode is not compatible with the other two video 
modes and once selected is maintained throughout the session. 


p ee Design Screen Layout 


The design screen layout is very simple and un-cluttered! A 
Flashing ¢1 pixel) curser will be at location XG ewe Cte 
lower left corner cf the design screen). The two battom lines on 
the screen are used to prompt the user for information, or to 
Supply the user with information. When ycu first start the 
program, you will see the Pixel Curser coordinates displayed 
(@,0) on the First information line, anc “SCT IVE- FUNCT "or crane 
second line. As there are no functions active at this time, 
there are no fFuncticns listed here. 


To move the Pixel Curser, use your JOYSTICK in the usual Fashion 
(away From you is up Gn the screen, toward you is down, left, 
right, and all diagonals work also. You can position the curser 
anywhere on the design screen. IF ysu go beyonce the edge’ cf the 
screen, the curser will wrap around the screen and appear on the 
other side. Be sure you have your JOYSTICK plugged into the 
computer before turning it on and starting the program!!! Eithec 


EE 


left er right Joysticks work. 


A Few commands can be accessed From the keyboard directly while 
viewing the design screen, Dut mest commands are accessed thru 


the program MENU. 
ee | Using the Windows 


Many of the PS/GE 2068 Functions use windows to define where a 
pacticular Function will operate. The "WINDOW” is sized by 
pressing selected keys, it is moved on the screen with ‘JOYSTICK 
Commands. The largest window size is the entire design screen, 
the smallest is 8x8 pixels (Cdots). The Following table 
Summarizes the WINDOW sizing key commands. 


Key Effect 


Larger (Wider and Taller) 
Smaller (Narrower and Shorter) 
Narrower 

Shorter 

Taller 

Wider 


Onoaounuwr 


The WINDOW size is adjusted by maintaining the upper-left 
position of the WINDOW and moving the lower and right as 
required. When the right edge of the WINDOW touches the screen 
border, then the WINDOW grows and moves to the left. CThe same 
procedure works with the top and bottom). 


> Accessing the Pixel Sketch Function Menu 


You get to the PS/GE Function Menu from the design screen by 
pressing the "ENTER” key. You can go to the design screen From 
the MENU directly by selecting ”"RETURN”. 


2 .@ The Pixel Sketch Functions 


Selecting an option From the menu screen is very easy... simply 
move the "<=" pcinter up cr down, and left. oc. right’. with: ‘the 
Joystick. Press "FIRE” when the pointer is pointing to the 
desired Functicn. Some Functions are not supported in the hi 
resolution video mode, these will simply ceturn you to the 
design screen without any effect. The following is a "capy” of 
the Pixel Sketch and Graphics Editor e068 version 2.0 MENU. All 
of these Functions are active in the standard and extended cclor 
videc modes, a "+" denctes the hi resolution video mode 
Functions, and a "?” identifies a Few Functions that are active 
in the hi cesolution.video mode, but.which use the 322 column 
“BASIC” commands, and produce somewhat unusual effects in the S64 
column Chi ces) video made. 


Fei sel She eo@et chm FPumet2i om Mmlemue 


Ink Color Block Copy 
Bright Digitize 
Flash + Block Erase 
+ Paper Color Fill/Shade 
Tee Le + Hard Copy 
? Draw Inverse 
+ Erase + Screen Load 
+ Text Merge 
+ Curser Speed Paint 
Video Mode Block Rotate 
? Connect + Screen Save 
+ Change Fonts Wide View 
+ Load Font Mirror Image 
+ Return Zoom 


+ Plot (Free-Hand draw) is not listed on the Menu, but is 
active in all three video modes. (See section e.e0): 


2.1 Ink Color 


Select this option to change the color of ink used on the design 
screen. (The effect is the same as using the INK command in a 
BASIC statement) . In the standard (€3e column video mode), this 
ink color command’ controls the ink color of the &x8 pixel 
element that contains the pixel curser. In the extended color 
video mode, this ink color command controls the ink color in the 
1x8 pixel element that contains the pixel curser. See appendix 
"C” of the TS 2068 Color Computer Users Guide for a brief 
description of the various video modes in the TS 2068 computer. 


This command is not supported in the “hi resolution” video mode. 
Ink color is selected as a function of the paper color in: .this 
video mode (this is a hardware/firmware limitation and not a 
program limitation). 


When you select this option From the PS/GE MENU, you will be 
prompted to "INDICATE INK COLOR”. Press a number key, O to 7 for 
the desired color. Each number will provide the colcr indicated 
on the keyboard above that key. PS/GE 2058 will echo/verify your 
Command by momentarily printing: "INK = 6” at the bettom of the 
screen Cif 6& were selected). 


You can also access this command while on the design screen’ At 
any point (except in the TEXT mode) when you press a number key 
(@ to 7), PE/GE will register an INK COLOR command. This enables 
the user guick Ink color changes without going to the MENU. 


e.e Eright 


Select this option to change the ERIGHIness of ink/paperc used on 
the design screen. (The effect is the same es using the BRIGHT 
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Command in BASIC). In the standard (32 column video mode), this 
BRIGHTIness command controls the ink/paper BRIGHTness of the 8x8 
pixel element that contains the pixel curser. In the extended 
color video mode, this BRIGHTness command controls the ink/paper 
BRIGHTIness in the 1x8 pixel element that contains the pixel 
curser. See appendix "C” cf the TS e058 Color Computer Users 
Guide For a brief description cf the various video modes in the 
TS 2068 computer. 


This command is not supported in the "hi resolution” video mode. 
This is a hardware/fFirmware limitation, and not a program 
limitation. 


When you select this option, the BRIGHT command will "toggle” oan 
if the BRIGHT command is off, and off if the BRIGHT command is 
on. "BRIGHT ON” or "BRIGHT OFF” will Flash momentarily to verify 
your command. 


ens Flash 


Select this option to change the FLASHing characteristic used oan 
the design screen. (The effect is the same as using the FLASH 
Command in BASIC). In the standard (32 column video mode), this 
FLASH command controls the ink/paper character of the 8x8 pixel 
element that contains the pixel curser. In the extended color 
video mode, this FLASH command controls the ink/paper character 
in the 1x8 pixel element that contains the pixel curser. See 
appendix ”"C” of the TS 2066 Color Computer Users Guide for a 
brief descripticn cf the various video modes inthe » TS) 2668 
computer. 


This command is not supported in the "hi resolution” video mode. 
This is a hardware/firmware limitation, and not a program 
limitation. 


When you select this opticn, the FLASH command will “toggle” oan 
if the FLASH command is off, and of fF if the FLASH command is on. 
PET ASH ON” or "FLASH OFF” will Flash momentarily to vecify your 
command. 


a | Paper Color 


Select this option tc change the color of paper used on the 
design screen. (The effect is the same as using the paper 
Command in a print statement in BASIC). in * the: standard: 4 32 
column video mode), this PAPER COLOR command controls the paper 
colerc of the 8x8 pixel element that contains the pixel curser. 
In the extended color video mode, this PAPER COLOR command 
controls the paper color in the 1x8 pixel element that contains 
the pixel curser. See appendix "C” of the TS e068 Color Computer 
Users Guide For a brief description of the varicus viceo modes 
in the TS 2068 computer. ha aes 
ed in the "hi resolution” video mode. In 
eo mode, when a new paper color is 


This command is support 
the hi resolution vid 


selected, the entire page paper color is instantly changed to 
the new paper color. Only one paper/ink colar combination is 
available at any time in this video mode. Note: the ink color is 
automatically selected as a function of the paper color in this 
video mode (these are hardware/firmware limitations and not a 
program limitation). 


When you select this option From the PS/GE MENU, you will be 
prompted to "INDICATE PAPER COLOR”. Press a number key, 9 to 7 


for the desired color. Each number will provide the color 
indicated on the keyboard above that key. PS/GE ecOQ568B will 
echo/verify your command by momentarily printing: "PAPER = 6” at 


the bottom of the screen Cif 6&6 were selected). 


e.5 Circle 


Select this option to draw a circle. The center of the circle 
will be the present location of the curser in the standard and 
extended color video modes. This Function actually uses the 
“CIRCLE” command in BASIC, and is limited by this. In the 
standard (32 column) video mode, the ink color commands will be 
used when the circle is drawn. In the extended color video mode, 
the circle ink colors will be those already present on the 
design screen. 


This command is accessible from the hi resolution video mode, 
but is not directly supported since this Function relies upon 
the standard BASIC command to generate the circle. In the hi 
resolution video mode, the circle will appear segmented (dashed) 
because of the way display file 1 and display File ce are 
interwoven to provide the 512x176 pixel Chi resolution) screen. 
The second effect is that the circle center will appear at the 
32 column "%” coordinate location, which may be quite distant 
From the 64 column "X%” coordinate. 


When you select the "CIRCLE” command, PS/GE cQ68 version 2.0 
will take you back to the design screen. You will be prompted to 
“INPUT CIRCLE RADIUS”. Type the desired radius and press’ ENTER. 
If the desired circle goes off screen, the CIRCLE will be 
aborted and a new RADIUS will be requested. INPUT © (Czero)d to 
effectively cancel the CIRCLE command. 


AFtec the CIRCLE has been drawn, you will be prompted with the 
question: SAVE? PRESS "Y” or "N”. This COOPS!) Function is used 
after almost every PS/GE 2068 version 2.Q@ Function in the 
standard and extended color video modes. If you press the letter 
"yY” the design is saved. IF you press the letter "N” Cactually 
any letter except "Y") the design screen will be restored to its 
previous condition. In each case, the pixel curser will move toa 
the lower left corner of the design screen (CX"@, Y=), and a 
very short BEEP will sound. Note: the OOPS! Function is not 
supported in the hi resolution video mode Cnot enough memory 
available to SAVE the screen data). 


eo .6 Draw CLine or Arc) 


Select this option to DRAW a LINE or APC. The beginning cf the 
line or arc will be the present location of the ..curser in. the 
standard and extended color video modes. This Function actually 
uses the "DPAW” command in BASIC, and is limited by this. In the 
standard (€3e@ column) video mode, the ink color commands will be 
used when the line or arc is drawn. [In the extended color video 
mode, the line or arc ink colors will be those already present 
on the design screen. 


This command is accessible from the hi resolution video mode, 
but is not directly supported since this Function relies upon 
the standard BASIC command to generate the line or arc. be Sie 
hi resolution video mode, the line cr arc will appear segmented 
(dashed) because of the way display File l and display File ec 
are interwoven to provide the 5S1lex176 pixel (Chi resolution) 
screen. The second effect is that the line or arc will be drawn 
From the 32 column ”X%” coordinate location, which may be quite 
distant from the 64 column ”"X” coordinate. 


When you select the "DRAW” command, PS/GE 2068 version e.@ will 
take you back to the design screen. You will be prompted to 
“INPUT X DISTANCE”. Type the desired distance and press ENTER. 
Then you will be prompted: “INPUT Y DISTANCE”. Type the desired 
distance and press ENTER. Note: the "x" distance is a horizontal 
(Flat) distance relative the curser location. A positive number 
is to the right of the pixel curser, a negative number is left 
of the pixel curser. The "Y”" distance is the vertical (Cup and 
down) distance from the curser. A positive number iS up, 4&4 
negative number is down. If either of these distances goes off 
the screen, you will be prompted For new distance data. Next you 
will be prompted to "INPUT ARC COMMAND”. Type in the desired 
value and press ENTER. Use a 0 C€zero) ARC command to draw a 
straight line. A positive ARC command will produce a 
counter-clockwise inflection, a negative ARC command will 
produce a clockwise inflection. 


After the line or arc has been drawn, you will be prompted with 
the question: SAVE? PRESS "Y”" or »N” COOPS! functiond. IF you 


press the letter "Y”, the design is saved. If you press the 
letter ’N” Cactually any letter except "vy") the design screen 
will be restored to its previous condition. In each case, the 


pixel curser will move to the lower-left corner cf the design 
screen (%=0@, Y72), and a very short BEEP will sound. 


ei Erase tFree-Hand) 


Select this Function ta "tcggle” the Free-Hand pixel ERASEr 
command. This Function allows For very small C€down to a 1 pixel) 
erasures anywhere on the cesign screen. The pixel curser is now 
an eraser curser and any INK that it’ touches is ecased. Use the 
usual JOYSTICK commands to move the eraser on the design screen. 
The ERASEr command will erase even if the PLOT (Free-Hand draw? 
command is active. 


This command is supported in the hi resolution video mode. 


When you select this Function from the PS/GE e068 version e.@ 
MENU, the ERASE command will toggle on if the ERASE command was 
off, and of F if the ERASE command was on. "ERASE ON” oc "ERASE 
OFF” will Flash momentarily at the bottom of the page to verify 
your command. When "on", ERASE will appear on the design screen 
"ACTIVE FUNCTION” list! 


You can also access this cossand while on the design screen!’ At 
any point (except in the TEXT wmode) when you press the letter 
“Ee” PS/GE will register an ERASE coamand just as if commanded 
from the PS/GE MENU page. This allows the user to quickly turn 
the ERASE function on and off without having to go to the MENU. 


e.8 Texct7 Princ 


Select this option to print TEXT on the design screen. The text 
will start in the standard print column that contains the pixel 
curser. The top of the 8x8 character will be at the vertical CY) 
location of the pixel curser. This may not be a standard print 
row! PS/GE 2068 version 2.@ allows the user to print upper and 
lower case letters, numbers, and all the single characters 
denoted for the "symbol shift” key. All the ink/paper color, 
Flash, and bright attributes are used in the standard and 
extended color video modes. Thus, flashing text can be printed 
on your design screen for emphasis! 


This Function is supported in the hi resolution video mode with 
the usual ink/paper color limitations of the hardware. 


When you select this option From the MENU, you wil} ..retucn.,..to 
the design screen and "PRINT ON” Fill flash momentacily at the 
bottom of the screen. You must press ENTER to exit from the TEXT 
mode, "PRINT OFF” will verify your command. AS you type in the 
text, each character will be placed on the screen. The cursec 
moves Cinvisibly) with the text line and its coordinates are 
updated as each character is printed. When a fine. 4s. binished.,, 
the next line is automatically started. When the page is 
Finished, the curser goes to the tcp of the screen. 


Note: there is no delete key’ If an error is made, you must 
write over it. This may mean EXITing the TEXT function by 
pressing “ENTER”, repositioning the curser over the: -ernar,. and 
going to the MENU to select TEXT again, over-writing the error. 


NOTE: when you enter the TEXT mode and print a blank, a number, 
or a letter the pixel curser becomes invisible unt? lLdt~-gets 2 
move command from the JOYSTICK. You can use this Function to 
remove the pixel curser from the cesign screen to “"clean~up" 4 
Racd-copy print! ! . 


age Curser Speed 


Select this Function to change the apparent speed cf the curser. 
Actually, the curser moves at the same speed all the time. In 
the "SLOW” mode, the pixel curser moves 1 pixel dot at a time. 
In the "FAST” mode, it skips to the ‘th pixel at each move, 
appearing to be 4% times faster. 


This command is supported in the hi resolution video mode. 


When you select this option from the PS/GE MENU, the CURSER 
command will "toggle” om if the CURSER Command was off, off if 
the CURSER command was on. ”"ON” means the fast mode, "OFF” means 
the slow mode. "CURSER ON” or "CURSER OFF” will Flash at the 
bottom of the screen to verify your command. 


When you activate the PLOT command (Free-Hand draw), see section 
2.e8, the curser command is automatically switched into slow 
mode Coff). But, by activating the Fast mode (Con) after 
selection "PLOT”, you’can draw a dashed/dotted line! 


You can access this command directly from the design screen’ At 
any point (except in the TEXT pode) when you press letter “K", 
PS/GE will register a CURSER command just as if. fron. the, PSfcge 
MENU. This allows the user quick curser speed commands without 
going to the MENU. 


2.10 Uideo Mode CSelection) 


Select this option to change video modes. Since the standard and 
extended color video modes are operated on concurrently, the 
user can switch back and forth between these two modes at any 
time. The hi resolution video mode is not compatible with the 
other modes, and must be selected at program initialization. 


Note: a standard (32 column) video mode to hi resolution (64 
column) video mode conversion program is included on your tape 
and can be used to effectivly switch from standard to hi 
resolution modes. 


When you select this option, you will be prompted to press "9" 
(zero) for the standard 32 column video mode or MA i COS uc eee 
the extended color video mode. After your selection, you will be 
ceturned to the MENU, but when you go to the design screen you 
will be in the selected video mode. 


iP ag Connect 


Select this option te chain or CONNECT points together. fhis 
Function uses the BASIC draw command to draw a line From the 
present curser location to a previous, designated postion. As 


such, this command uses the standard ink colorc commands’) From 


BASIC, these are not carried aver ints the extended color video 
mode (see Sections 2.5 and e.6). 


This command can be accessed from the hi resolution video mode, 
but is not supported directly. The results From this Function in 
the hi cesolution video mode is similar to that cf the circle 
and draw commands (see Sections 2.5 and e.6). 


When you select this option from the PS/GE MENU . page, the 
CONNECT command will "toggle” on if it is of Ff, and off if the 
CONNECT command is on. "CONNECT ON” or "CONNECT OFF” will Flash 
at the bottom of the page momentarily to confirm your command. 
CONNECT will be listed as an "ACTIVE FUNCTION” on the design 
screen while the CONNECT command is ”"ON”. The present location 
of the pixel curser is recorded when the CONNECT command is 
tucned on. Use the JOYSTICK commands to move the pixel curser an 
the design screen. Each time you press "FIRE” on your JOY Stack, 
PS/GE 2068 ve.@ will draw a line from the present curser 
location to the previous) location. The new location is 
automatically stored, and the process can be repeated as often 
as needed. Go to the MENU screen Cpress ENTER) and select 
CONNECT again to "toggle” it OFF. 


Note: Once CONNECT is turned ON, the PLOT (Free-Hand)d) function 
is locked on or off (whatever the present command status was 
when CONNECT was selected). 30, you can be free-hand drawing, 
and periodically press “FIRE” connecting designated points with 
a straight line. Similarly, you can activate ERASE while the 
CONNECT function is active and remove unwanted pixels between 
line segments/ 


foe Change Fonts 


Select this option to change the character set print style 
(Font). PS/GE 2068 v2.0 uses character set modifiers (not built 
in character sets). This affords a great more Flexibility! You 
can select: Standard (always returns you to the standard 15S 2068 
character set), a BOLD set modifier, a MODERN set modifier, and 
an ITALICS set modifier. These commands can be "chained” 
together, for example: select STANDARD, then select ITALICS, and 
then select BOLD. This will give a BOLD-ITALICS modification of 
the TS 2068 standard character set. 


This command is supported in the hi resolution video mode. 


When you select this option, you are prompted to press a number 
C€1-42. €1) will produce the TS 2068 standard character set, (2) 
is For the BOLD modifier, (3) is for the MODERN modifier, and 
C4) is For the ITALICS modifier. After your selection is made, 
PS/GE 2068 v2.@ will return you to the MENU. Everything that is 
printed on the MENU or design screen will use the modified 
characec set! 


evis Load Font 


Select this option to "LOAD” your own character set into the 
PS/GE 2068 v2.® program. This character set must contain S36 


characters, each character using §& bytes. The -ocdter of: the 
characters must conform to that in Appendix B_ of the TS 2068 
Color Computer Users Guide. The First character must be a 


“blank”. Note: once loaded, you can use the CHANGE FONT Csection 
2.12) command to get Bold, Modern, or Italics versions of this 
character set! 


This command is supported in the hi resolution video mode. 


When you select this option, you will be prompted to INPUT the 
"Pile Name?” that the font is stored with on tape. Type in the 


name Cexactly as recorded), or simply press PENTER ™:..:foe.. the 
First File to be read in. The file must be "CODE” and contain 
786 bytes!!! When the font is loaded, PS/GE 2068 ve.® will use 


this Font everytime it prints, on the MENU oc the design screen. 
If you use CHANGE FONT and command the STANDARD character set, 
your LOAD FONT set will be lost and will have to be re-LOADed to 
be used. 


A Block Copy 


Select this option to use the WINDOW COPY Function. This 
Function is used to duplicate a segment of the design screen. 
Everything "inside” the user defined WINDOW will be copied from 
one screen position to another. The original window is 
maintained. 


This command is not supported in the hi resolution video mode. 


When you select this Function, you will get the design screen 
with a small window centered on the screen. NOTE: all colors and 
ink/paper attributes are destroyed when the WINDOW is used. The 
COPY Function COPYies the ink/paper pattern only, colors and 
attributes are not copied. "COPY FROM” will Flash momentarily. 
You will be prompted to POSITION the window Cchange size as 
desired) and press "FIRE”. "COPY TO” will Flash momentarily, and 
again you will be prompted to POSITION the WINDOW and press 
"FIPE” The WINDOW size will be Frozen after you press "Pike. 
the First time (selecting the COPY FROM screen segment). AFterc 
positioning and selecting "COPY TQ”, PS/GE 2068 will scan the 
FROM window (scan lines will appear where the WINDOW was 
located). When the scan is complete, the resulting screen will 
be displayed. SAVE? Press "Y”" cr "N” will be displayed cOOPS! 
Function). If you press "YY", then you will continue on with your 
design. IF you press "N", the original design screen will be 
restored. All the colors/attributes will be restored in the 
standard color video mode, all the colcrs/attributes are lost in 
the extended color video mode Cinsuffreient memory to restore 
this data). 


NOTE: the pixel curser will reposition itself to the lower left 


corner of the design screen when the function is complete. A 
short “BEEP” will alert you that the function is complete. 


e.tS Digitize 


Select this option to DIGITIZE Canalyze) the decimal and binary 


composition of a user defined screen segment CWINDOW). ODigitize 
will analyze the window segment in User Defined Graphics 
Character size (8xB pixel) elements. The binary pattern and 


decimal equivalents are given. 
This command is not supported in the hi resolution video mode. 


When you select this Function, you will get the design screen 
with a small window centered on the screen. NOTE: all colors and 
ink/paper attributes are destroyed when the WINDOW is used. You 
will be prompted to POSITION the WINDOW (change size as desired) 
and press "FIRE”. As DIGITIZE works through the user defined 
WINDOW, the active 8x8 pixel element’s location within the 
window is identified by a ROW number and COLUMN number relative 
to the WINDOW upper-left corner. AS each 8x8 element is 
completed and displayed, you will be prompted to press "C” to 
produce a HARD COPY printout of the screen. Any other key will 
Continue onward through the WINDOW until it has ali been 
DIGITIZED. (See section 2.18 for HARD COPY instructions.) When 
the DIGITIZE Function is completed, the design screen will be 
restored. All colors/attributes will be restored in the standard 
amd extended color video modes. 


NOTE: the pixel curser will reposition itself to the lower left 
corner of the design screen when the function is complete. A 
short “BEEP” will alert you that the function is complete. 


e.i16 Block Erase 


Select this option to use the WINDOW ERASE function. This 
Function is used to ERASE a segment of the design screen, more 
than you might want to erase with the pixel eraser function. You 
can even use this command to ERASE the entire screen. 


This command is supported in the hi resolution vicec mode, but 
is used only to ERASE (clear) the entire S% column screen. 


When you select this Function, you will get the design screen 
with a small window centered on the screen. NOTE: all colors and 
ink/paper attributes are destroyed when the WINDOW is used. You 
will be prompted to POSITION the WINDOW and press "“F PRE”. Ae just 
the WINDOW size as desired. When you press "FIRE”, everything 
inside the WINDOW will be erased. When the function is complete, 
SAVE? Press "Y” or "N” wil! be displayed COQPS! Function). L¢ 
you press "Y”", then you will continue on with your’ design. Lt 
you press "N”, the original design screen will be restored. All 
the colors/attributes will be restored in the standard color 


video mode, all the colors/attributes are lost in the extended 
color video mode Cinsufficient memory to restore this data). 


NOTE: the pixel curser will reposition itself to the lower left 
corner of. the design sereen when the function tis complete. A 
short “BEEP” will alert you that the function is complete. 


2 ii? Fill/Shade 


Select this option to FILL/SHADE a closed Figure (like a circle 
or square). This function "FILLS” the desired closed figure with 
a user defined ink/paper pattern. 


This command is not supported in the hi resolution video mode. 


Before selecting this function, be sure to place the pixel 
curser inside a “CLOSED” figure (like a circle). 


When you select this option, you will be prompted for a SHADING 
pattern. This pattern is a set of @ numbers, each number must be 
either a 1 Cone) or a @ (zero). The "ones” represent ink pixels, 
the zeros” cepresent paper pixels. A total of eS6 patterns can 
be selected! (from ”"@00@0000”" which is all paper color to 
"11111111" which is all ink, and any combination in between). 
After typing your 8 digit pattern, press ENTER. PS/GE 2068 will 
FILL the figure with your user define pattern. See section 3.e 
(Important Notes and Operating Hints: PAINT and FILL/SHADE) for 
suggestions. 


When completed, you will be promted by the OOPS! Funct fon“ ce 
SAVE? Press "Y” or ”"N” as desired. NOTE: all colors/attributes 
are restored in the standard and extended color vidoe modes if 
you select ’N”. 


NOTE: the pixel curser will reposition itself to the lower left 
corner of the design screen when the function is complete. A 
short “BEEP” will alert you that the function is complete. 


evid Hard Copy 


Select this option to make a printed COPY of your design screen. 
PS/GE 2068 version 2.0 can route your output to the eO4O type 
(thermal) printer, or to a Full size printer through ae TASMAN, 
AERCO Cor compatible), or A&J Mikrodrive CPI. (See section %.@ 
For customizing the Full size printer code). <-You can. aise 
customize PS/GE e@68 ve.@ to use your copy of the TASCOPY grey 
scale graphics COPY routine (Cstandacd 32 column video mode 
only). 


This Function is supported in the Rit Pesolution video mode. 


When you select this opticn, you will be prompted to PRESS "1" 
For a Full size printers HARD COPY, or PRESS "e” For the eco 


type printer HARD COPY. Unless hardware limited Csome CPl1’s are 
not compatible with the e040 type printer), you can Switch back 
and Forth between printers at will. IF you select the e040 
printer, you will get a COPY cf the screen. CThe hi resolution 
screen COPY prints side-ways!!!) 


If you select a Full size printer HARD COPY, wow, will “be 
prompted to select a ”small” size print CENTER © (zero)), or a 
“large” size print CENTER 1 Cone)). The small size is a normal 
screen 1/1 COPY. The large size is a 2/1 (double sized screen 
COPY. Type in your secticn and press ENTER. Next, you will be 
asked to ENTER the number of bytes used to define your printer 
graphics command. IF you ENTER 0 (zero), PS/GE e®68 ve.®@ will 
use the default setting that you define when you "customize” the 
printer driver code, see section 4.0. TF. you “ENTER a: non-zero 
value, you will be prompted For that many bytes Cup to e@) to 
INPUT that printer command. This becomes’ the NEW default 
command. Next you will be prompted For the number of blank 
columns to place in front of your design on the papec. This is 
used to "position” the COPY on the paper. Press a number, 0 
(zero) or larger, and press ENTER. Next, you will be prompted: 
PFADY? Press @ (zero) to abort the HARD COPY command and return 
to the design screen, press 1 Cone) to execute the command. See 
section 4.0 (customizing your printer driver) For more details 
about the HARD COPY commands. 


2.13 Inverse 


Select this option to INVERT (swap) the ink and = paper pixels 
inside a user defined screen segment (CWINDOW). The effect is 
like making a photographic negative of your design screen! 


This command is not supported in the hi resolution video mode. 


When you select this Function, you will get the design screen 
with a small window centered on the screen. NOTE: all colors and 
ink/paper attributes are destroyed when the WINDOW is used. The 
INVERSE Function inverts the ink/paper pattern only, colors and 
attributes are lost. You will be prompted ta POSITION the window 
(change size as desired) and press "FIRE®’.° When “you. press 
“FIRE” the area inside the WINDOW will quickly he INVERTed 
while you watch. When complete, SAVE? Press "Y” or ”"N” will be 


displayed COOPS! Function). If you press “yr et pen ~you “wit! 
continue on with your design. IF you press ayer the, . er iginel 
design screen will be restored. All the colors/attributes will 
be restcred in the standard color video mode, all the 


colors/attributes are lost in the extenced color video mode 
Cinsufficient memory to restore this data). 


NOTE: the pixel 
corner of the ad 
short “BEEP”: wi 


curser will reposition 2 
sign screen when the fu 
? nm 


© 2 
Il] alert you that the functio: 


e.e8 Load Screen 


Select this option to LOAD a screen File into memory From. tape 
Cor A&J Mikrodrive, see section 5.9, Mikrodrive implementation). 


This command is supported in the hi resolution video mode. 


Caution: you must have the PS/GE 206% v2.9 program in the same 
video wsode as the file you wish to LUGAD!!: /The standard video 
pode saves and loads 1 (one) screen file, the extended color 
video node. saver and “loads” 2 Ctwod” rites? display: faite. fi 
contains the ink/paper pixel data, display File s2uchas:.. the 
extended color/attritute data, the hi resolution wideo mode also 
saves and loads 2 (two) files: display file 1 contains the odd 
coluan ink/paper pixel data, display file’? contains ithe even 
column ink/paper pixel data. 


When you select this option, the design screen is ERASED and you 
ace prompted: "INPUT FILE NAME? ”. Type in the File name exactly 
as it was saved, or simply press ENTER to load the First tape 
File. CA&J Files must have a File name typed in.) PS/GE 2058 
will load the number of files associated with the current video 
mode and will present the design screen when the LOAD is 
completed. If a LOAD ERROR occurs, see section 3.5 CERROR 
TRAPPING) for instructions. 


eves Nerge Screen 


Select this option to MERGE Ccombine) a part of one screen into 
another screen! The order of LOADing the screens is not 
important. All colors/attributes are lost. 


This command is not supported in the hi resolution video mode. 


When you select this option, you will be prompted: "ENPUT ! (FFLE 
NANE? ”. Type in the File name exactly as it was saved, or 
simply press ENTER to load the First tape File. (A&J Files must 
have a file name typed in.) PS/GE 2068 will load display File 1 
data only. Although supported in the extended color mode, the 
ink/paper pixel data is all that is merged, displsy “File eis 
destroyed. If a LOAD ERROR occurs, see section 3.5 * CERROR 
TRAPPING) for instructions. When the NEW screen is LOADed, you 
will be prompted for the MERGE procedure: press the appropriate 
key to MERGE the NEW screen into the OLD, the OLD screen into 
the NEW, or to abort the MERGE Function and retain the QLD or 
NEW screens without merging. 


To MERGE, you actually use the COPY Function, COPYing a WINDQU 
of one screen intc the other screen. See.section oe! POEL the 
COPY Function ‘instructions. NOTE: the cdl@r/attributes are all 
destroyed when this Function is used Cinsufficient memory). 


When MERGE is completed, you will be promted by the OQOPS! 
Function to SAVE?. Press "YY" or "N” as desired. NOTE: all 
colors/attributes are destroyed in the standard and extended 


color video modes. 
NOTE: the pixel curser will reposition itself to the lower lef 


corner of the design screen when the function 2 
short “BEEP” will alert you that the function is coaplete. 


eee Paint 


Select this option to PAINT (color) a closed Figure. This 
Command works in the same manner that FILL/SHADE (Csee section 
2.17) does. 

This command is not supported in the hi resolution video made. 


electing this command, be sure to place the pixel 
Side a “CLOSED” figure (like a circle). 


When you select this option, PS/GE e068 will PAINT the ..”"closed” 


Figure that the pixel curser is located in. Each pixel inside 
the figure will be turned to ink. See section 3.2, .Cimpoctant 
Notes and Operating Hints: PAINT and FILL/SHADE) for 


suggestions. 


When completed, you will be promted by the OOPS! Function to 
SAVE? Press "Y" oc "N” as desired. NOTE: all colors/attributes 
are restored in the standarcd and extended color video modes if 
you select "N”. 


NOTE: the pixel curser will reposition itself to the lower left 
corner of the design screen when the function Is complete. A 
short “REEP” will alert you that the function is complete. 


aes Block Rotate 


Select this option to ROTATE (20 degree Flat rotation) the ink 
and paper pixels inside a user defined screen segment CWINDOW). 
The effect is like turning a WINDQW segment on its side. ROTATE 
again to turn’a WINDOW segment upside-down, etc.. 


This command is not supported in the hi resolution video mode. 


When you select this Function, you will.get the design screen 
with a small window centered on the screen. NOTE: all colors and 
ink/paper attributes are destroyed when the WINDOW is used. The 
ROTATE Function rotates the ink/paper pattern only, colors and 
attributes are lost. You will be prompted to POSITION the window 
(change size as desired) and press OP eee”. (SOTE : by definition 
of the Function, the user defined screen segment ‘WINDOW must 
be square. Thus, only the "L” and "S" keys are active for sizing 
the WINDOW. When you press "FIRE", the area inside the WINDOW 
will be "Sscanned”, scan lines will indicate progress. When the 
Function is complete, SAVE?.Press "YY" or "N" will be displayed 


” 


COOPS! Function). IF you press "Y", then you will continue on 


IF you press "N”, the original design screen 
will be restored. All the colors/attributes will be restored in 
the standard color video mode, all the colors/attributes are 
lost in the extended color videc mode (Cinsufficient memory to 


restore this data). 


with your design. 


ition itself to the lower left 
function is complete. A 
function is cosplete. 


NOTE: the pixel curser will repos 
corner of the design screen when the 
short “BEEP” will alert you that the 


e.e% Save Screen 


Select this aption to SAVE a screen File from memory onto tape 
Cor A&J Mikrodrive, see section S.9, Mikrodrive implementation). 
This command is supported in the hi resolution video mode. 

Same 


video 
color 


the PS/GE 2065 v2.0 program In the 
you wish to LGAD/! .The standard 

(one) screen file, the extended 

video wmode saves and toads 2 (twod files: displey FETA 
contains the ink/paper pixel data, display file. 2 has the 
extended color/attribute data, the hi resolution video mode also 
saves and loads 2 (two) files: display file 1 contains the odd 
column ink/paper pixel data, display file 2 contains the even 
column ink/paper pixel data. 


Caution: you must have 
video mode as the file 
mode saves and loads 7 


When you select this option, the design screen is displayed and 
you ace prompted: "INPUT FILE NAME? ". Type in the File name as 
you wish it to be saved and press ENTER. You will be prompted to 
START TAPE and PRESS and key (the normal SAVE procedure). NOTE: 
PS/GE 2068 v2.2 goes into the standard 3e column video mode 
while doing the SAVE Function. However, it knows which video 
mode was active when SAVE was selected, and SAVES the 
appropriate Files for that video mode. See section 3.1 (CLoading 
and Saving Screen Data) For more information. The original video 
mode is restored when the Function is complete. 


£25 Wide View CScale Down) 


Select this option to SCALE-DOWN Cwide view) the ink and paper 
pixels inside a user defined screen segment (WINDOW). The effect 


is like looking through a wide angle lens’ where everything 1s 
hall: size. 

This command is not supported in the hi resolution video mace. 
When you select this Function, you will get the design screen 
with a small window centered on the screen. NOTE: all colors and 


ink/paper attributes are destroyed when the WINDGW is used. You 


will be prompted tc POSITION the window 
and press “FIRE”. NOTE: this Function 
employs the use of double windows With 
are concentric, that is, one WINDOW 


(change size as desired} 
is one of “three that 
this command the windows 


(half the size of the cther) 


is located inside the other WINDOW. The WIDE VIEW Function will 
"ceduce” the pixel data of the larger windcw to the size and 


location of the smallec’ window! The unused area around the 
smaller WINDOW will be erased. When you press “FIRE”, the area 
inside the larger WINDOW will be "scannedc”, scan lines will 
indicate progress. When the Function is complete, SAVE? Press 
»Y" or "MN" will be displayed ‘COPS! Function). IF you press is eke 

then you will continue on with your design. 1€ you <press — “N”, 
the original design screen will be restored. All the 


colors/attributes will be restored in the standard color video 
mode, all the colors/attributes are lost in the extended color 
video mode Cinsufficient memory to restore this data). 


NOTE: the pixel curser will reposition itself to the lower Tleft 
corner of the design screen when the function is complete. A 
short “BEEP” will alert you that the function is complete. 


i 3 Mirror Image 


Select this option to MIRROR IMAGE the ink and paper pixels 
inside a user defined screen segment CWINDOW). The effect is 
like creating a reflection of part of the design screen. MIRROR 
IMAGE makes a right-hand reflection of a user defined WINDOW. 


This command is not supported in the hi resolution video mode. 


When you select this Function, you will get the design screen 
with a small window centered on the screen. NOTE: all colors and 
ink/paper attributes are destroyed when the WINDOW is used. You 
will be prompted to POSITION the window (change size as desired) 
and press "FIRE”. NOTE: this Function is one of three that 
employs the use of double windows. With this command the windows 
are parallel, that is, one WINDOW of equal size and shape is 
located directly beside the other WINDOW. The MIRROR IMAGE 
Function will "rceflect” the pixel data of the left window to the 
right window. 


Due to the positioning resolution of the user defined WINDOW 
Cthe window moves in 8 pixel increments), @ little planning is 
required to position Figures such that the MIRROR IMAGE Function 
can create a reflection that "touches” the Ccriginal image. 


When you press "FIRE”, the area inside the left WINDOW will be 
"scanned”, scan lines will indicate progress. When the function 
is complete, SAVE? Press "Y” or "N” will be displayed COOPS! 
Function). If you press "Y", then you will continue on with your 
design. If you press "N", the criginal design screen will be 
restored. All the colors/attributes will be restored in the 
standard color video mode, all the colors/attributes are lost in 
the extended color video mode Cinsufficient memory to restore 


this data). 


f to the lower left 
on. is complete. A 
nis complete. 


NOTE: the pixel curser will reposition its 
corner of the design screen when the func 
short “BEEP” will alert you that ¢ 


nl 
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2 ey Zoom (Scale Up) 


Select this option to SCALE-UP (zoom) the ink and paper pixels 
inside a user defined screen segment (WINDOW). The effect is 
like looking through a magnifying lens where everything is 
double size. 


This command is not supported in the hi resolution video mode. 


When you select this Function, you will get the design screen 
with a small window centered on the screen. NOTE: all colors and 
ink/paper attributes are destroyed when the WINDOW is used. You 
will be prompted to POSITION the window Cchange size as desired) 
and press "FIRE”. NOTE: this function is’ one, of ...three that 
employs the use of double windows. With this command the windows 
are concentric, that is, one WINDOW (half the size of the other) 
is located inside the other WINDOW. The 200M Function will 
“enlarge” the pixel data of the smaller window to the size and 
location of the larger window! When you press PT IRE”... She, Stes 
inside the smaller WINDOW will be scanned”, scan lines will 
indicate progress. When the Function is complete, SAVE? Press 
"Y" or "N” will be displayed (OOPS! function). If you press i Dea 
then you will continue on with your design. IF you press °. oN". 
the original design screen will be cestored. All the 
colors/attributes will be restored in the standard color. video 
mode, all the colors/attributes are lost in the extended color 
video mode Cinsufficient memory to restore this data). 


NOTE: the pixel curser will reposition itself to the lower left 
corner of the design screen when the function is complete. A 
short “BEEP” will alert you that the function is complete. 


e.e8 Plot (€Free-Hand Draw) 


This function is not accessed through the PS/GE Function menu. 
It is accessed directly from the design screen by pressing the 
“FIRE” button on your JOYSTICK. (The Free-Hand draw command can 
not be accessed while in the TEXT or CONNECT modes however). 


This command is supported in the hi resolution video mode. 


The PLOT ¢€Free-Hand draw) command "toggles” ON and OFF by 
pressing the "FIRE" button oan your JOYSTICK. 4 White ON, 
everywhere you move the curser, INK pixels ace turned = on. PLOT 
will be listed on the design screen "ACTIVE FUNCTION” list. 
(PLOT can be over-ridden by the ERASE command, see section evr, 
While OFF, the curser is moved without altering the INK/PAPER 
data. However, everywhere the pixel curser moves the = ink/paper 
colors and other attributes are continually “PUKE OEnte, tie 
attribute tables. Thus, you can use the PLOT OFF, ERASE (OFF 
curser to EDIT the design screen colors and attributes! 


NOTE: after turning the PLOT command “GUN”, If you turn the 


“FAST” curser function on, you can free-hand draw a2 dashed 
(dotted) line. 


3 Important Notes and Operating Hints 


This section will pass along to the NEW Pixel Sketch and 
Graphics Editor user a few operating hints) and program 
limitations that might be useful. 


i ee | Loading and Saving Screen Data 


When LOADing and SAVEing screen data with the PS/GE 2066, it is 
very important to know which video mode you are in. CIF you are 
not sure, use the VIDEO MODE select Function to select what you 
need). IF you are not in the right mode when you go to LOAD a 
screen, you may end up needing to load a second display File for 
an extended color picture, or for a hi resolution screen, only 
to Find that you were not in that mode and got a strange looking 
picture! 


When PS/GE 2@68 ve.®@ LOADs or SAVES screen data, it does so fram 
the standard 32 column video mode Ceven if the command was given 
in a different mode). PS/GE 2068 knows what mode was being used 
and will SAVE/LOAD the appropriate number of Files. This switch 
to the 32 column mode may distort your design screen appearance 
temporarily, but allows you *see” the usual LOAD/SAVE lines on 
the screen. The correct mode will be restored when the Function 
is complete. 


LOADing and SAVEing extended color and hi resolution video 
screens both require @ LOADS/SAVES! 


3.2 Paint and Fill/Shade 


When Painting or Fill/Shading complex figures, it may be 
necessary to use more than 1 Cone) paint/shade command to 
complete the figure. These Functions operate on the design 


screen in every direction FROM the initial curser position I0 
the First INK pixel in a given direction. The function uses a 
“centering” technique to try to Follow the centerline of the 
closed Figure ts ensure Filling the figure. Bot” this is: nor 
adequate for many figures that are very irregular. 


The Figure must be totally closed (like a circle or square) or 
the paint/shade function will ESCAPE From the Figure and may try 
to paint the entire design screen! 


Paint/shade will not re-paint or re-shade a Figure since the 
First contact with an ink pixel in any direction terminates the 
Function in that direction. 


HINT: try to place the pixel curser as zlo 
closed figre as possible. Be sure ft f 


and ink colors prior to selecting this function. If you have @2 
good TV/Monitor, you can use the FILL function with 2a pattern of 
“I@{ID1I9IG" alternating Ink/paper colors) to mix the standard 
colors and get new colors’ Use RED INE and GREEN PAPER to get 
BROHN, etc... 


ne Save? YES/NO COOPS! ) 


The OOPS! Function is probably the best time and effort saving 
Feature that a program like this could have. There is nothing 
more frustrating than executing a Function by mistake and having 
to UN-DO it by hand. Every EDITOR Function used in this program 
Cand a Few non-editor functions like circle and draw) are 
Followed with the OOPS! function SAVE? prompt. Press any key 
except "Y” and the Function is quickly UN-CDONE in a blink of the 
eye! 


Remember, when you hear the tiny little "BEEP" that says the 
Function is over, it is also telling you that the curser has 
been re-located to position X=2, Y~=! 


3.4 Color Resolution 


The TS 20688 color computer color resolution is by 
hardware/Fircmware design 1 ink color and 1 paper color Cbright 
on oc off, Flash on or off) for each 8x8 pixel element in the 
Standarcd 32 column video mode. Each row has 3e 8x8 elements, and 
there are 22 rows of such elements Cplus 2 information lines at 
the bottom of the screen). 


In the EXTENDED COLOR video mcede, the color resolution is i Oe 
color and 1 paper color for each 1x8 pixel element. Each row has 
32 1x8 elements, and there are 176 rows of such elements. This 
affords 8 times the color resolution of the standard video mode. 
(Where each 8x8 element in the standard video mode has 1 ink and 
1 paper color, each 8x8 element in the extended color video mode 
can have 8 ink colors and 8 paper colcrs!) 


In the high resolution video mode, the entire page has S79 
color and 1 paper cclor. The ink/paper color combinations are 
pre-set by the hardware/fFirmwarce. Fach row has 64 1x8 pixel 
elements, and there are 176 rows of these elements pravicing a 
S1exl76 pixel Chi resolution) graphics screen. 


*, Ae 


ce Error Trapping 


The PS/GE 2@58 v2.0 has ERROR TRAPPING active in the standard 
and extended color video modes (not the hi resolution video 
mode). The ERROR TRAPPING loop is activated shortly before 
entering the design screen the first time. 


If an ERROR occurs while you are in the hi resolution vide mode, 
PS/GE 2058 v2.@ will STOP. You can re-enter the program through 
the MENU page with the following command: GOTO 84 CENTER). 


If an ERROR of any sort is encountered while in the standard ofr 
extended color video modes, ERROR - ERROR... will Flash at the 
bottom of the screen for a Few seconds. PRESS ENTER to CONTINUE 
will be promted. If you PRESS ENTER, the program will attempt to 
cestorce the last design screen prior to the error. The 
color/attribute data will probably be lost. If you press any 
other key, the program will STOP. 


You can STOP the program and re-enter by typing the Following 
command: GOTO 702@ CENTER]. This calls the OOPS! function, press 
"Y" to keep what is on the screen, "N” will display the last 
SAVEd screen. 


If you encounter a LOADing error, the ERROR TRAPPING will 
display the ERROR - ERROR - etc. message and then the CONTINUE 
prompt. Press ENTER to continue, and RE-TRY the LOAD command. 


4.0 Customizing for Your full size dot matrix printer 


In an attempt to make the Pixel Sketch and Graphics Editor e968 


version 2.@ compatible with the most printers, bo ve writ tem. a 
printer driver code that can use the TASMAN -GB..or .C), ..AERCO «or 
compatible, or the. A& MNikrodrive Centronics Parallel 


Interfaces. This printer driver code also uses a series of 
tables that you can use to define graphics commands compatible 
with your printer. AS most printers use 3. to S bytes. For these 
commands, I have allowed e@ bytes to ensure adequate room and 
greater versatility. 


Section 4.1 will lead you step-by-step through the very simple 
customization process needed to access the graphics dump code 
built into this program. Section “4.2 will show you how to 
implement other types of printer driver codes, like the TASCOPY 
grey scale copy code. 


a | Using the PS/GE e058 ve.® Printer Drivers 


Step 2: Selecting your CPI. 


LOAD the PS/GE 2068 v2.@ program into your computer. BREAK the 
program when it gets to "STOP TAPE” and gives an audible warning 
(press "CAP SHIFT” + "BREAK" at the same time). 


If you are using an AERCO CPI Cor compatible), go to STEP ec. lf 
you are using an A&J Mikrodcrive and A&J CPI, go te section 5.90. 
If you are using a TASMAN CPI, complete this step by POKEing the 
Following values into the appropriate memory locations: 


POKE SS296,,1 
POKE 63046,191 for the "B” model TASMAN 
or POKE §3046,251 for the ”"C” model TASMAN 


Step 2: Define Carriage Return and Line Feed Comnuands. 


Check your printer users guide and Find the CARRIAGE RETURN and 
LINE FEED commands. (Some printers use just 1 command to do both 
Functions.) POKE memory location SSS47 with the total number of 
values used to define these two commands. Starting with memory 
location SS948, POKE in the commands for a carriage return and 
line feed. EXAMPLE: my STAR SG-1@ uses separate CR ere) te 
Commands, so I POKE 2 in memory location SS3S47. I then POKE 
memory location SSS4#8 with the CR command (13) and memory 
location SSS49 with the LF command (10). 


If, when you use this Function, your printer does not advance 
the paper, you probably missed the line feed command. Es ivoire 
advances too much, you may be getting an extra line Feed command 
Cor the line spacing may be off). Start the customization 
process over again and make the necessary modifications. 


tep 3: Define the Line Spacing Command. 


Next, Find your printer graphics Line Spacing command. POKE 
memory location SS9S7 with the number of values used to define 
this command. Starting with memory location 5SS958, PORE. an. the 
Commands that define the appropriate line spacing command. 
EXAMPLE: again with my STAR SG-10, Cin STAR mode) to define a 
line spacing command of @/72 inch requires @ three number 
Command. So I POKE memory location SS9S7 with the number 3, 
then I POKE memory locations SS93S8, SS95S8, and SS960 with the 
command numbers 27,65,8 cespectively. In IBM mode, a -S number 
Command is used. Then | POKE memory location S5957 with the 
value S, locations SS9S8, SS9S9, 35560, S561, and 596e with 
the numbers 27, SS, &, 27, SO respectivly. 
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Step 4: Pre-Zet your most Common Graphics Command. 


Here is where the PS/GE 2068 v2.08 program really blossoms! Most 
printers have a variety of built-in graphics capabilities that 


ace ignored by most programs because thece.> fs) 32Rtte. oF - i o 
standardization. By allowing the user to select, customize, and 
interactively change these commands as the program cuns and 
enable the user to access these functions is the goal of this 
step. In the customization process you can pre-set the graphics 
command that you think will be your most highly used command. 
When the progcam runs, you will be prompted to INPUT the number 
values used to define your printer’s graphics command. When you 
INPUT @ (zero), the program uses this) pre-set command (see 
section 2.18). 


POKE memory location SS977 with the number of values used to 
send your printer a "print graphics” command. POKE these command 
numbers into memory starting with memory location $S378: 
EXAMPLE: the STAR SG-10 has 6 different dot matrix dot densities 
to choose from, 6@ dots per inch, 7e dots per inch, 8@,'dots per 
inch, 930 dots per inch, ie@ dots per inch; ‘and -e4O> dots: per 
inch! Each of these is identified by a series of S numbers. So I 
POKE memory location SS3977 with the number G.I: POKE: “1otetions 
SS878 through SS3982 with the numbers esi Meo eee 2 
respectively for a double size, 8@ dots per inch print. 


Step 5: Save your customized Printer Driver Code. 


Now your printer driver tables are complete, and you are ready 
to SAVE your program to tape. Follow the instructions of Section 
1.1 (Making a Back-up Copy) for saving your customized program. 
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Some printers can not print a full sized screen and must 
truncate the last Few columns of the page. In some cases this 
can be prevented by going to a higher density print. IF you must 
reduce the number of columns printed, POKE memory location 62e8e3 
with the number of truncated columns + 1. 


SINGLE Csmall) size vs. DOUBLE Clarge) size”? 

The PS/GE 2058 v2.0 printer driver has the ability to point ‘oe 
single size or double size print in the 32 or 64% column video 
modes. When you select HARD COPY, you are prompted to select one 
of these optians (see section 2.18). A Full page single size 
print copies 256 pixel Cdot) elements in the 32 column video 
mode and S12 pixel elements in the 64 column video mode. A Full 
page double size print copies Si2 pixel elements in the Ic. 
column mode and 1024 elements in the 64 column video mode! Most 
printers will not be able to use the double-size, 64 column 
prints unless they have high density dot matrix printing. 


NOTE: STAR and EPSON compatible printers tnciede..in” therr 

commands the number of pixel (dot) elements to he printed. Be 

sure to INPUT the correct number depending on the SINGLE. or 
-¢/ 
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DOUBLE size print you sele 


PAGE LOCATION? 

Unless your printer always completely Fills the page when pa 
produces a HARD COPY print, you would probably like to be able 
to center your picture on the page, or right justify it, or just 
put it anywhere on the page you might need. PS/GE e868 Ve.e 


gives you the ability to do just that. When you select HARD 
COPY, one prompt you get is For the number of LEADING BLANK 
COLUMNS to be printed. By imbedding blank columns in the command 
sent to the printer, you can effectiviy move the picture to the 
right as far as you want. 


How many blank columns are enough? For the most part this will 
take experimentation. Try something and write it down. But one 
way to get a good guess is to calculate the size of your 
printout (number of pixel Cdot) elements to be printed divided 
by the dot density gives you the COPY site)... Subtract’ tne . COPY 
size From the available carriage size gives you the unused 
paper. Divide the carriage size by the printable columns gives 
you the size of each printer column. Divide the available paper 
size by the column size gives you the maximum number of columns 
you can imbed. IF you send all of these, your COPY will be right 
justified, send half of this to be centered. 


+t Implementing Your own Interface Codes Clike TASCOPY) 


Pixel Sketch and Graphics Editor 2068 ve.@ has a very limited 
memory available for modification. To implement a NEW printer 
driver, you must replace the OLD printer driver. The NEW code 
must start at location 627650 and extend only to 63061, a total 
of 3@2 bytes. The NEW printer driver code must be executable 
From this location, or relocatable to some other "Free” memory 
location (like the 204@ printer buffer!). The TASCOPY grey scale 
code falls into this latter category. The Following instruction 
set will show you how to implement your copy of the TASCOPY grey 
scale code For 32 column video mode grey scale graphics prints. 


Step 1: LOAD the PS/GE 296% v2.9 program and code into memory. 


Follow the instructions presented in section ‘4.1 to get the 
program ready for modification. 


Step 2: Modify the BASIC program. 
Type the following LINES/COMMANDS exactly. 
9600 RANDOMIZE USR 63020: RANDOMIZE USR 23296: RETURN CENTER) 


DELETE 9610,96S0 CENTER) 


Step 3: LOAD your TASCUPY code. 


LOAD your TASCOPY (Cor other printer ‘driver code) with the 
Following command. 


ate mm 


LOAD ”"” CODE 62760... CENTERIJ 


Step 4: POKE in the Following “relocation” CUDE. 


The following machine CODE routine when executed will relocate 
the TASCOPY Cor other code) From 62760 to e3e96 For execution 


From the printer buffer. 


POKE 630e0,17 POKE 63025,1 
POKE’ S30e8i,8 POKE 63027, 
POKE 630ee,391 POKE 630c8,1 
POKE 63923; 33 POKE 63029, 237 
POKE 630c4,%@ POKE 63030,176 
POKE 63025,e45 POKE 63@31,e91 


Step 5: Save the Custosaized Printer Driver and BAasIc. 


Follow the instructions in section 1.1 (Making a Back-up Copy) 
to save your new printer driver code and program. 


5.9 A&J Mikrodrive Implementation 


Pixel Sketch and Graphics Editor v2.@ has been enhanced For easy 
implementation to the A&J Mikrodrive system. Each screen SAVE oc 
LOAD is prefaced by a prompt to INPUT a FILE. .NANE. (To. coute to 
cassette, use the normal name _ format, to route to the 
Mikrodrive, use the A&J Format Cfor example: @1,LOGO would save 
a screen to Mikrodrive File 1 with the File name of LOGO). 


To modify the PS/GE BASIC to be A&J compatible, simply modify 
Four lines as Follows: 


Lines 19 and-24: EDIT these lines to place an @ inside the quote 
marks to route loading the ”"PS/GE-C” and "hi res” codes from the 
Mikrodrive. 


Line 5022, add the statement: GOSUB 2100 
just before the SAVE statement. This will allow the A&J user to 
tell the A&J where to SAVE the second half of the e@ part hi 
resolution or extended color video SAVEs. Note: the File names 
For part 1 and part 2 must be the same, but be sure to inccease 
the file number when going from part 1 to part eu 

Example: a 2 part hi res save. File name is SAMPLE 

INPUT For part 1: @1,SAMPLE 

INPUT for pact e: @2,SAMPLE 


Line 9989: EDIT this line to route the BASIC program and MACHINE 
CODE SAVEs to the Aa&J. SAVE "@1,PS/GE”.... and SAVE "@2,PS/GE-C” 
COVE. .; 


Next, you need to customize your Full size printer code. The Ag&J 
is compatible with the AERCO and TASMAN .printec...CPi’s. Follow 
the instcuctions in section 4.0 tc use these with your Ag&J 
Mikrodrive. (Return here for instructions For SAVEing your 


modified program to an A&JS wafer). If you use the A&J CPI, then 
implement the following instructions for customizing your 
printer driverc code: POKE the following numbers into the 


designated memory locations. 


POKE SSo38, 1 POKE €3953,66 
POKE 62996,e01 POKE 63054), 6e 
POKE 63046,65 POKE 630S5,4% 
POKE 63047 , 239 POKE 63055 ,c11 
POKE 63048, POKE 63057,65 
POKE 63049, 3¢ POKE 63058,175 
POKE 63059, eS2 POKE 6390535,c11 
POKE 63051,e4%1 POKE 63969,65 
POKE 6390S5e,211 POKE 63061,e91 


Now go to section 4.1 (steps 2 through 4) and complete the 
printer driver custimization process. When the customization is 
complete, then continue here to save your modified program to an 
A&J wafer. 


With a new, Formatted wafer in the A&J drive, type: RUN 399393 
CENTER]. This will SAVE the PS/GE 2868 BASIC and 
Standard/Extended Color video modes machine code. Following 
these SAUVEs, LOAD "hi res” CODE from tape, and SAVE .it .to..the 
A&J wafer with the following command: SAVE "@3,hi res” CODE 
5615@,6610. 


LOAD the Chancery character font from tape: LOAD "Chancery” 
CODE. SAVE it to the A&J wafer as: SAVE "@4,Chanc” CODE 
47700 ,768. 


SAVE the PS/GE 32/54 utility by LOADing it, breaking the program 
with the CAP SHIFT + BREAK keys, and SAVEing to the A&J wafer as 
File S. ALT Five Files will Fit nicely,.on 2 35 Ft. wartec. 


Now your A&J version of the PS/GE 2068 ve.® is customized for 
your printer and Functional from the A&J system! 
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